Technology has changed the nature of gambling practices over the last decade and is continuing to do so. This paper will concentrate most specifically on issues surrounding (a) gambling and social media, and (b) behavioral tracking technologies (including an evaluation of the positives and negatives and the implications for problem gambling screening tools and the development of tools for player protection. This paper also overviews what I believe are the most notable changes and trends that the gambling studies field is witnessing as a consequence of the impact of technology. The talk will therefore examine and review the psychological implications concerning the: (i) feminization of remote gambling, (ii) increase in numbers of digital natives, (iii) increase of empirical research into remote gambling (particularly internet gambling, (iv) increase in mobile gaming, (v) increase in technological advertising and marketing of gambling, (vi) increase in gambling via social networking sites, (vii) increase in gambling convergence and cross-fertilization of technologies, (viii) emergence of new type(s) of problem gambling, (ix) increase in online help and therapy for problem gamblers, and (x) increase in use of behavioral tracking data. Stigma, misunderstandings about problem gambling treatment, and funding issues are some of the barriers that have kept therapeutic justice for problem gamblers on the judicial back burner. Despite these issues, three problem gambling therapeutic justice programs now offer hope for others seeking similar solutions: Amherst Town Court in New York, Los Angeles County Superior Court in California, and Pierce County Superior Court in Washington. This session will explore how these programs have used partnerships to overcome the barriers to their existence. Attendees will learn how problem gambling therapeutic justice programs work, from screening and treatment to restitution and accountability. Judge Mark Farrell of Amherst, NY, who founded the country's first Gambling Court in 2001, will illustrate trends and changes to problem gambling therapeutic justice during the past 12 years. Leaders of the Problem Gambling programs in Los Angeles and Pierce County Superior Courts will share their successes in weaving Problem Gambling treatment into existing Drug Court systems and what those programs might offer in the future.
Gambling and Generation 'C' Don Feeney
Generation C (young adults between 18 and 34) gambles differently from older generations and also has different values and beliefs regarding gambling and problem gambling. This presentation will highlight data from a variety of sources that illuminate these differences, and conclude with a discussion of implications for gambling policy, problem gambling awareness, prevention, and treatment. Co-Author: Todd Maki Gambling, Video Gaming, Internet Use and More: Opening Up the Field to Other Behavioral Addictions Nina Littman-Sharp, NCGCII This presentation will place problem gambling in the broader context of behavioral addictions, and will discuss both common and unique characteristics of these excessive behaviors. The role of technology will be discussed. Commonly-occurring concurrent disorders will be touched on, and case examples will be used to illustrate typical presentations and treatment approaches.
Self-Exclusion Interstate Comparison Larissa Pixler, Liz Lanza, and Stephen Martino
The Interstate Comparison of self-exclusion programs provides administrators with information resources through a network of their counterparts throughout the country. It is also a tool for executive leadership presenting to external stakeholders such as legislators, funding entities, or specific community groups. Every state with such a program gathers a wealth of demographic information about the people who present themselves for self-exclusion. At the very basic level, we know the total number of selfexcluded individuals, as well as the division of male and females. If the self-exclusion form includes a racial/ethnic designation, there is the benefit of knowing the people who present themselves. Those states that offer more than one duration choice have the numbers of people who select which duration. The numbers can be sorted according to the age of the participant at the time of filing the self-exclusion. Some states track the number of violations and requests to rescind the self-exclusion, as well as the amount of money seized from jackpots of those self-excluded persons. This kind of information may be sought by people wanting to know how one state compares to another with a similar number of participants, or with the same duration selections, or with programs that started the same year. Wagering on fantasy sports is a form of gambling and researchers have found that fantasy sports participants are more likely to gamble on sports than non-fantasy players; however, no published studies have examined the relationship between fantasy sports participation and gambling-related problems. The purpose of this study is to (1) estimate the prevalence of fantasy sports participation among college students (with and without monetary stakes) and (2) explore whether there is a correlation between fantasy sports participation and disordered gambling.
POSTER SESSION
Race-Related Differences in the Association Between Problem-Gambling Severity and Prevalent Axis I and Axis II Psychopathology Corey Pilver, Ph.D. Pathological gambling is positively associated with psychopathology among Native Americans; however, findings are largely derived from convenience samples. Furthermore, race-related differences problem-gambling severity and its associated psychopathology have not been systematically evaluated. Data from a nationally representative survey were analyzed; participants were categorized as non-gambling/low-frequency gambling, low-risk gambling, and at-risk/problem gambling based on ten inclusionary criteria for pathological gambling. Although our findings are consistent with work linking severe levels of gambling pathology to psychopathology, our results demonstrating stronger associations between psychopathology and recreational levels of gambling suggest that prevention and treatment for some Axis I and Axis II disorders among Native Americans consider the potential impact of low-severity gambling patterns. Data from a large-scale, epidemiologic study of problem/pathological gambling in California has indicated a general population prevalence rate of about 3.7%, which is high relative to other states. This rate may be even higher, in particular for problem gambling, among Hispanics. In an effort to address gambling-related problems, the Office of Problem Gambling established the California Problem Gambling Treatment Services Program (CPGTSP) to provide state-funded services to California residents. One of its components is a community-provider-based outpatient network offering individual therapy from licensed mental health professionals trained to treat gambling problems. The current presentation seeks to: (a) provide information on what the State of California is doing to address gambling problems in the Hispanic community; (b) examine background and demographic information for Hispanic individuals seeking services in the CPGTSP in comparison to Hispanic gamblers from the state-wide epidemiological study; and, (c) attempt to identify demographic and background variables related to utilization of treatment services and duration of treatment.
BREAKOUT SESSION 2

Can a Machine Change Human Behavior? Andreas Holmström
Can a machine change human behavior? We at Playscan™ believe it can. Throughout 2012, we completed an internal evaluation with data collected from a number of participating global Playscan™ clients -and the evidence of this evaluation indicates that our "machine" does has a positive effect on the players' behaviour. Playscan™ offers the player a way to keeping track of their own gambling behaviour, both in terms of their own perception of gambling, and an analysis based on their actual gaming data. The analysis gives the player an indication of their actual gambling behavior through targeted communication, providing an informed choice in helping the player to have a more healthy relationship with games on offer and the use of Artificial Intelligence that also predicts the players' possible future gambling habits. In our own evaluation we can see that Playscan™ works proactively and the players are more likely to stay in a healthier way of playing. The Playscan™ users are not just the conscious players; we have found that Playscan™ does reach out to those who are at higher risk levels.
state of problem gamblers and the optimal experiential state of "Flow" as described by Mihaly Csikszentmihalyi. Both the anxiety emerging from high challenge/low skill and the boredom resulting from low challenge/high skill appear to correlate strongly with the more commonly reported emotionally-based reasons for gambling, i.e., to relax and to combat boredom. The observed preponderance of addictive tendencies -and perhaps underlying symptomatology -among artists of various sorts appears to support the notion that such individuals explore activities in which one may "lose oneself". To seek the preferable state of Flow, individuals may discover healthy or unhealthy means, depending on multiple risk and protective factors. Gambling unfortunately induces a state of "pseudo-Flow", called so because challenge and skill are based on subjective perceptions. A critical advancement in pathological gambling (PG) research requires understanding how reward processing in this population is similar or different to other disorders of self-regulation. The current study compared and contrasted the neural correlates of reward processing in a healthy control group with 3 other populations characterized by poor self-control: individuals with PG, cocaine dependence (CD) and binge eating disorder (BED). All participants performed the Monetary Incentive Delay Task (MIDT) while undergoing functional magnetic resonance imaging (fMRI). The MIDT parses reward processing into anticipatory and outcome phases, specifically examining the prospect, anticipation and notification of reward/loss. Findings from a conjunction analysis across all groups highlighted areas of overlap in striatal areas during anticipation of winning money. Group contrasts highlight differences in fronto-striatal areas, providing information on brain areas that may uniquely relate to disorders of impulse control during reward processing. These findings are discussed in the context of current knowledge of the neurobiology of reward processing in disorders of self-regulation. Understanding reward processing in PG relative to other disorders can provide more information on how best to conceptualize, prevent and treat this disorder.
POSTER SESSION
A Cluster Analysis of Associated Features of Blaszczynski and Nower's Pathways Model Mark Yapelli
The presentation is a poster session of the presenter's dissertation results. The purpose of the dissertation is to use cluster analysis to empirically validate Blaszczynski and Nower's Pathways Model. In order to do so, a hierarchical cluster analysis was utilized to determine how 177 problem and pathological gamblers may be broken into subtypes based on instruments measuring associated features of the Pathways Model. Results of the dissertation found that, when looking at gamblers' scores on instruments measuring boredom proneness, risk-taking, depression, impulsivity, and antisocial features, participants could be parsed into 4 distinct groups that were largely consistent with the subtypes proposed by the Pathways Model. The Casino Employee's Perspective of [Responsible] Gambling Robert Jacobson Treatment and research professionals, nonprofit executives and even casino executives often lack real knowledge of the day to day experiences of casino gaming operations employees. Many also lack knowledge about the overall concept of gambling or its history and recent expansions, and the impact that recent exponential growth has had on talent and confidence of casino workers. Yet this knowledge can be essential for the development of treatment techniques, research and responsible gambling philosophies and attitudes. Understanding what a casino worker sees on a day-to-day basis, and how those experiences translate into the execution of their job, can stimulate new ideas which in turn may lead improved treatment and prevention techniques and/or research. (2003), problem and pathological gambling has been a minor focus in cinematography. As public awareness about the legitimacy of problem gambling as a personal and public health issue heightens more attention is focused in various media forms. Two recent films, Paulina and Drawing Dead are drawing contemporary attention to the issue. During the conference, registrants will be given the opportunity to view both films prior to this panel discussion. We will meet both filmmakers, Caylee So and Mike Weeks, and Bill Hofmann, film critic and scholar in a format similar to Inside the Actor's Studio. Moderated by psychologist and film buff Chuck Maurer, we will explore the inner dimensions that led these filmmakers to create these different and impactful films.
Asian Problem Gambling Media Campaign John Pearson, Ami Hsu, David Hsiao
The Multnomah County Asian Problem Gambling Media Project began as a combined effort of local Asian problem gambling treatment clinicians and State and County program staff. In Multnomah County the participation of Asian problem gamblers in treatment services is extremely low in comparison to the anecdotally reported level and intensity of compulsive and problem gambling in the population. This project is an attempt to use billboard media to increase the participation of Asian problem gamblers and their significant others in treatment. This latest effort is the first time that a significant media campaign has been used to inform a population, in their languages, of treatment services available. Through the work of a group of trained Asian problem gambling clinicians, county staff, graphic design, and Clear Channel media, a rotating series of billboards with messages and images in Laotian, Korean, Chinese, Vietnamese, and English were located in strategic locations around Multnomah County. A dedicated telephone number reached the Multnomah County mental health call center and was then transferred to an appropriate cell phone answered by a clinician in the language of the caller. Developing Community Capacity by Creating Partnerships Cheryl Cichowski, Christine Theriault This showcase presentation will highlight the path taken by Maine to develop problem gambling services by engaging key stakeholders such as industry representatives, the Gambling Control Board, the Bureau of Alcoholic Beverages and Lottery Operations, community stakeholders, and SAMHS staff. Additionally, the display will show how collaborating with established councils such as the Massachusetts, Rhode Island and Connecticut Councils and consultants aided the process of building a strong foundation for problem gambling services. The display will also provide information on how states with formed Councils can assist other states to develop Councils through interstate collaboration.
PREVENTION SHOWCASE
Teen-Proof Your Home -Integrating Prevention with Practical Messages Julie Hynes
Parents and kids are overwhelmed, budgets are strained, time is limited. So, how in the world are we supposed to get problem gambling in the mix? A very well-received answer is by integrating problem gambling messages in with other messages. In this showcase, we present a couple of different integration methods, including Teen-Proof Your Home, a practical, easy-to-use tool that can share a variety of prevention messages. We baby proof, now we can teen-proof! Completing the Circle of Care Janet Jacobs This is the story of Gambling Recovery Ministries and its Circle of Care best-practice model ministry -how the church can fill in the cracks between treatment, support groups, and illness. Starting an outreach to problem gamblers and their families entails basic steps of organization, administration, mission-defining, goal setting, public awareness, resourcing and networking. Within these basics are numerous mini-steps. Fleshed out are the initial questions addressed, contacts made, events, fund-raising, and actions to take. Specified will be information on recovery support groups, arenas for presenting and networking, fund-raising tips, PSA's, and workable ways that faith-based entities can provide prevention education and public awareness. Included are samples of free or economically priced materials. Although GRM is a faith-based organization, this workshop is applicable for all persons wanting to add to their knowledge of essential procedures to establish a workable outreach of help to problem gamblers and their loved ones.
Betting on Our Future Jim Kooler, Ph.D. Betting On Our Future (BOOF) is a youth-driven problem gambling awareness campaign. This workshop will provide an overview of BOOF and highlight how we engage young people in a youth developmental process that empowers them to create positive change in local communities. By partnering with young people through our Friday Night Live Standards of Practice, we are able to provide meaningful skill building opportunities for participants to create effective tools to combat problem gambling. Students are responsible for researching the issue, assessing their communities, and producing educational videos that communicate the signs, risks, and effects of problem gambling on young people. A fundamental part of the BOOF process is focusing on how participants will share their projects in their local community. Information will be provided on how the program has been expanded this year to include additional media components young people are utilizing to get their messages out to the public. Panelists will share experiences in utilizing social media, printed publications, film festivals, and other multi-media platforms to promote projects and raise awareness of the issue. Highlights will include a showcase of current BOOF videos and PSA's as well as information on the Betting On Our Future Spotlight Festival-a problem gambling youth conference open to young people and their adult allies from across the country.
Engaging Colleges and Universities in Problem Gambling Prevention Efforts Elizabeth McCall
In 2005 the Connecticut Council on Problem Gambling (CCPG) released a comprehensive study including Connecticut's four State Universities. The results of the study indicated that 11.4% of the college population has a gambling problem and even more concerning, 14.4% of high school students have a gambling problem. Based on this study, CCPG reached out to higher education settings. Our mini-grant program allows for prevention of PG at a time in student's lives when risk factors such as boredom, peer pressure, and a strong desire to win money can overcome protective factors, and result in poor or even destructive, decision making. We collaborate with any capacity building efforts already in place on campus and infuse problem gambling education and awareness into those programs. Our memberships on campus and state-wide committees allow us to participate in conversations on how to address risky behaviors and decision making. We encourage students to have the conversation about not only the risks of gambling, but what defines gambling, this enables them to build a sustainable program with a peer to peer model that will grow with the institution and the ever changing population.
An Innovative Early Recovery Support: Your First
Step to Change: A Gambling Free Weekend Victor Ortiz Your First Step to Change: A Gambling Free Weekend is an intervention/early recovery support program for people experiencing gambling disorders hosted by the Massachusetts Council on Compulsive Gambling. The retreat is for individuals who are struggling with problems related to gambling and/ or a gambling addiction and who demonstrate an interest in recovery. The retreat is designed as a resource for problem gamblers and their significant other(s) to come together in a safe and supportive environment to gain strength and hope on their journey of recovery. Each individual is encouraged to identify one support/significant person, who shares, experiences, and support them through the weekend. The retreat features workshops, recovery support groups, clinical consultations, and activities aimed at increasing awareness of recovery. The highly praised event has drawn the interest of many seeking support in their recovery. The goal of the Gambling-Free Weekend is to increase participant's level of knowledge of recovery and recovery support and to identify recovery risk and protective factors.
Partnerships for Awareness: Working with the Media on Problem Gambling Outreach Rachelle Underwood, Maureen Greeley, Amy Kugler
This session will focus on ways in which affiliate councils and other community organizations can partner with media outlets and others to develop targeted campaigns that raise awareness of problem gambling. The panelists will discuss how campaign elements utilizing different forms of media and messaging were used to reach specific audiences, including: high school students, parents, and elder adults. This presentation will describe the community coalition Voices of Problem Gambling Recovery (VPGR) and their efforts to positively impact services, healthy dialog, and protections to address problem gambling. The purpose of VPRG was to provide Oregon consumers of problem gambling services a more central and viable voice and become a dynamic force in the formulation of public policy, serve as a watch dog for the consumers of services, and educate the public by providing firsthand accounts of the impact of problem gambling. Over the four years VPGR has been in existence, it has utilized a number of advocacy strategies to impact policies and services for problem gamblers. This presentation will focus on a review of the VPGR strategy to build partnerships for positive change, including partnership examples and results from those efforts. PLENARY What the Public Thinks About Gambling and Problem Gambling Moderator: Don Feeney Facilitator: Jeff Etherton Saturday, July 20, 2013, 9:45am -11:15am Market research professionals will help attendees learn first-hand how the public sees problem gambling. Using a professional facilitator with a live on-site focus group linked by video, they will explore the public's perception on the causes of problem gambling, the effectiveness of treatment, knowledge of services, and more. This session will provide critical feedback and viewpoints that attendees will be able to use in their treatment, public awareness, and education efforts. POSTER SESSION Saturday, July 20, 2013, 11:15am -11:45am
Voices of Problem Gambling
